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Nintendo Magazine System is proud to present the world 9 s first 
review of Donkey Kong Land! Not only that but inside this book, 
presented completely free with Nintendo Magazine System, there 9 s 
also a first look at the sequel to the best selling video game in 
history - Donkey Kong Country 2: Diddy 9 s Kong Quest. Plus we have 
an exciting competition to win one of Nintendo^ latest range of ‘Play 
it Loud 99 Game Boys, along with a copy of Donkey Kong Land so you 
can celebrate the arrival of the new game in style! 

Donkey Kong Land is the most technologically advanced video game 
every produced for Nintendo 9 s Game Boy. Using the same Advanced 
Computer Modelling techniques as Donkey Kong Country, ‘Land 9 is 
another triumph for programmers Rare Ltd., featuring all-new worlds 
to explore, enemies to battle and secrets to discover. All those 
fantastic elements that have contributed to making Donkey Kong 
Country such a phenomenal success once again work their magic, in 
a 4 Meg portable pack of wonder. Donkey Kong 
Land is so special it 9 s even being issued as 
banana yellow Game Paks! 

We know you can 9 t wait to read more about 
it. Why don 9 t you just go ahead and do so! 
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PRICE: 
£29.99 
RELEASE: 
AUGUST 
GAME TYPE: 
PLATFORM 
CART SIZE: 
4 MEG 


BATTERY BACKUP: 
3 positions 
CONTINUES: 
Infinite 
OPTIONS: 

None 


DEVELOPED BY: 
RARE LTD 
DISTRIBUTED BY: 
NINTENDO 
MADE IN: 

UK 

ARTWORK: 

c RARE 1995 
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JUNGLE I 



F resh from their defeat of K Pool back on Donkey Kong Island, 
Donkey and Diddy Kong are feeling pretty good! Perhaps their 
excitement has more to do with the excess of too much 
banana milkshake, but they're ready for more action all the 
same. And, boy, have they ever got it! Leaving the rest of the ^ 
family behind to clear up the mess, the lads have bundled 
companions Expresso and Rambi into crates and gone in 
search of K Pool's Kremling hideaway, located somewhere 
at the back of beyond... 


In order for players to help 
Donkey and Diddy make it 
through the stormy adventures 
ahead, perhaps a quick Vain 
check' is in order. In other 
words, let's take time out to 
remind ourselves of all the DK 
duo's super cool tricks and see 
what else they've learned! 
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DONKEY KONG US 
DIDDY KONG 

Of course the heroes aren't about to fight 
each other, but players may find them¬ 
selves arguing over who is the best out of 
the two. This all depends. Whereas Diddy 
is faster on his feet and more agile, DK is 
slower but more powerful. Where Krusha 
might laugh in Diddy's face, this muscle- 
bound Kremling always steps aside 
”1 c or Donkey Kong. Then again, 

Diddy's reduced frame enables ^ 
lim to dodge enemies better. ^ 
Decisions, decisions. ^ 
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MORE MONKEY BUSINESS 
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ALL-IN-ONE 

K Rool's dominions occupy an alto¬ 
gether different dimension to 
Donkey and Diddy's own, and only 
one monkey is allowed to gain 
entrance through its magic portal 
at any one time. Gone are the 
trademark High Fives and Low 
Tens, and in their place is some¬ 
thing completely new and 
unexpected. Now one 
Kong shrinks 
out of 
sight 
while 
the 
other 

prepares to 
zap through the 
portal and take 
their place. 

Providing their partner 
is in safe keeping of 
course - they can't 

if one of 



























used to cannon 
the boys into 
bonus areas 
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TOOLS OF THE TRADE 


Sometimes secrets are so well hidden, you'd be forgiven for 
thinking that instinct is just about the only tool you can rely 
on. However their whereabouts are usually indicated by 
some sign or another. Bananas arranged in the shape of an 
arrow or question mark for example. When something like 
this is spotted, there are a good many options at the savvy 
simean's disposal. 


Tire Tread: 

Roll these into 
place then use 
them as a spring 
to catapult DK or 
Diddy high into 


L ooking for clues is a major part of the fun in 
Donkey Kong Land. As the action takes place in 
a more compact area than Donkey Kong 
Country, there's more chance of there being some¬ 
thing special lurking around the next corner. It's up 
to you to help Donkey Kong or Diddy find it! 























ME MORE NANA! 

Just as in Donkey Kong Country, collecting 100 bananas rewards 
team Kong with an extra life. Bananas are sometimes bunched 
together in groups of ten, or even arranged to form some kind of 
pattern - often providing clues. 
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RARE COIN IT 

Collect these tokens bear¬ 
ing DK and Diddy's image 
to buy extra time when 
entering the 1 -Up bonus 
room. Here pressing a but¬ 
ton by jumping up and 
down triggers a barrel to 
fire off more tokens, and 
each one is worth an extra life! 
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K. O.N. G. -TINUES 

In Donkey Kong Country, the best collecting 
the letters K, O, N and G gets you is an extra 
life. Now they're worth a re-start point and 
one of the three battery-backed save positions 
stored on the Donkey Kong Land cart! Only by 
finding them all does the cart remember 
where the bros last visited - players might 
lead them all the way to the end of the game, 
but without a KONG-tinue in place all that 
progress means nothing. Typically, the harder the game gets 
the tougher it is to avoid enduring some extreme hardships 
over and over ogainl 
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GETTING COLD FEET 

Brave as they are, the Kong brothers cannot help being 
chilled to the bone at this stage. There's ice afoot, and 
it's cold and slippy with it! That almost every section of 
land here slopes toward gaping chasms doesn't help 
much either, so caution with speed is advised. A few 
moments respite are provided by a terrifying interlude of 
rope swinging, among swarms of Zingers! 


GANGPL 


GALUm 


K Rool didn't suspect a thing - not 
a banana - as DK and Diddy 
hitched a ride on his Galleon, 
thus leading them to his secret 
hideout. On this first stage of their 
voyage the Kong brothers soon dis¬ 
cover that all is not so familiar. 

Don't forget, this is Kremling 
territory now, where arctic 
conditions rest comfort¬ 
ably alongside humid jungle. 

Most disturbing of all though is that 
here pigs really can fly! 
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TREE-MEN- 

DOUSI 

Your first glimpse at Donkey 
Kong Land and isn't it amazing I 
The jungle acts as a training 
area for the bros, where the 
tree-tops are explored for their 
wealth of bananas, amongst 
other surprises. Rambi is around 
here somewhere too, indicating 
the possibility of yet more 
secrets hidden away in caves. 



(ABOVE) Watch out for those 
Zingers , as they are nastier than 
ever before! It isn't just the graphics 
that leave you breathless. 
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(ABOVE) Recognise this trick! It's 
one Donkey Kong picked up 
from DK Jr. Thankfully there's 
no snappers patrolling the ropes 
to worry about. 


(ABOVE) Doesn't make sense does it - winter 
wonderland sitting right next door to a ropical 
'paradise'. But that's Kremlings for you - mad! 


ROAD BLOCK! 

K Root's screams upon his defeat triggered a landslide 
big enough to block the road in two places. There's no 
way around either rock pile, so either Donkey Kong or 
Diddy must find another way through. 


SEA-FARING SLIPPAS\ 

Poisonous snakes from Donkey Kong Island have 
infested the rigging on Gang Plank Galleon, 
which makes clambering between the ropes a 
nightmare! Mini-Neckies perch on the mast, gob¬ 
bing pieces of eight at our chimpy chums while 
Batty Rats skitter across the ship's deck. Brave all 
of this to retrieve a valuable prize from some¬ 
where nearby the crow's nest. 



































BOSS! 
MANTA RAY 


During their first encounter with 
K Rool's new breed of guardian, 
the Kongs discover that a fish out 
of water isn't necessarily at a dis¬ 
advantage. Manta Ray uses its 
wings to swoop high and low, 
forcing its prey to dart uncertain¬ 
ly about the ship's deck. The 
more he is hurt, the angrier he 
gets and the faster he flies! 


HOGWASH\ 

They weren't kidding, this pig really can fly! 
Hogwash minds his own business, but is a 
pain-in-the-neck obstacle all the same! 

His constant low-level reconnaissance for 
possible truffle sites makes it difficult for 
the Kongs to jump around as much as 
they'd like. 
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NAUTILUS 

Where Squidge left off, Nautilus 
takes over, chasing apes who 
pass within a few inches of its 
repulsive shell down a perilous 
undersea labyrinth at break¬ 
neck speed! Sometimes 
Nautilus likes to guard 
entrances to treasure 
troves. Are you skilful 
enough to lure him 


R ock hewn and rock solid is Kremlantis, ancient 
home of K Pool's masterful predecessors. 
Slightly worse off for water than the good ship 
Gangplank, seeing as the entire kingdom is sub¬ 
merged! The majority of Kremlantis' wards 
have survived through being trapped in 
air pockets, though mutant winds roam 
freely about so beware! Of course it's 
inevitable that some areas are flood¬ 
ed by ice-water too, and it is here 
that DK and Diddy encounter the 
worst of their fears... 















FANG FISH 


Chomps step aside, no ape-eating shark is a match 
for Fangfish, King of the Deep! Rumour has it that 
Fangfish's line dates back to the days when 
Kremlantis ruled above the waves. Years of 
predatory experience have taught his breed per¬ 
fect hunting skills, and it is said the wretched 
creature uses the bones of apes to digest its food. 
WaaarghM! 



(ABOVE) Mind the spiked 
wheels of doom , Marlon! 


(ABOVE) Secret tokens ahoy! 
But how to get to them...? 


(TOP) Diddy lets krusha kop 
it with a keg to the konk! i 
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SWIRLWIND 

A tornado that appears to offer more help than hindrance at first, 
posing as a raised platform providing access to higher places. 
However once something is trapped by Swirlwind's vortex 
it's tough to break free, so the bros are careful to 
avoid backing themselves into corners where 
Swirlwind is sure to find them. 



BOSS! 

CLAMBO 

Tackling this Boss on the 
swim places our boys in a 
more precarious position 
than they'd like. Clambo 
fires pearls the size of can¬ 
non balls from the safety of 
its shell. They're valuable, 
sure, but the damage they 
cause is more costly. The 
only other object in 
Oombo s loir is a sponge, 
which chooses to disappear 
and reappear in random 
comers of the room. What 
folly is this! 



15 


















T hese mountains don't just sit there 
and look mountainous, they let any¬ 
body who gets within 100 metres 
know they're in the rockies by dropping 
extremely large rockies onto their heads! 
Unfortunately this is the only route avail¬ 
able between Kremlantis and Big Ape 
City - or so 'K Rool's Book of the Road' 
tells you... hey, wait a minute! 


Territorial army T 


STEP LIGHTLY 

As if being suspended thousands of 
feet above sea level isn't bad enough, 
the Kongs find themselves leaping 
from vaporous platforms in this stage. 
Miniature clouds can support the 
weight of one monkey for just over a 
second before dispersing into the 
breeze. This gives barely enough time 
to think before moving on to yet more 
insubstantial foot-holds. Did some¬ 
body call for mother? 



Amid the steady downpour of rocks and boul¬ 
ders, making a veritable nuisance of himself, 
there lurks Army the armadillo. Those ledges 
wide enough to accommodate an ape are 
hard enough to obtain as it is, without fear of 
having your ankles bashed into by the equiva¬ 
lent of a runaway skateboard. Army shares the 
pleasure of making the Kongs' mountain jaunt 
difficult with Kritter and Krusha Kremlings, out 
to make trouble too. 
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HARD 


This cunning mole has dug himself a network of 
three tunnels, the exits of which serve as strate¬ 
gic points from which he can launch surprise 
attacks on any intruders. When he's 
not wearing his hat to protect his 
skull, he's throwing it out to bowl 

people over. What's a monkey 
to do in such a tricky 
situation as this! 
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Where these platforms go is 
largely up to Kong. They fol¬ 
low the grey area as a rule 
but their direction is altered 
by jumping up and down. As 
you might imagine, this is a 
very tricky exercise, especially 
where Hogwashes and 
Zingers linger all about. The 
reward for precision manoeu¬ 
vring is worth the trouble it 
takes to practice though. 











the only means to get across the 
majority of areas here. They're 
small and they get even smaller by 
deflating, which causes them to fall 
out of view on occasion - forcing 
Donkey Kong and Diddy to make 
many blind leaps. 


(ABOVE) Cripes! Look 
how tricky it gets here! 


K remlock Industries' hijacked this horrendous, 
smog-filled metropolis and made it their own 
It's touted as a smorgasbord of iron and con¬ 
crete laced with Hogwash, and party balloons. But 
it's the toughest mother of a 
platform gauntlet DK and 
Diddy have ever run!!! 


RAM HEAD 

Oo-er! Looks like this fel¬ 
low jumped straight out 
of a Clive Barker flick! 
Where he lurks within 
Donkey Kong Land 
shall remain a 
mystery until 
you actually 
play the game 
for yourself. 

He's harder 
than any 
Klump or 
Krusha 
though, 
rest 

assured of 
that!!! 


DEFLATED EGOS 

The most common obstacle met in 
Big Ape City is the balloon. Being 
tonked about the head a bit with 
one is something the boys find 
quite a laugh from time to time, 
but using such a tiny pocket of air 
as a platform... forget it! If only 
they could, as these balloons are 


K.O.N.G. 
SPELLS 
BRIDGE 

More balloon- 
related action 
here, only this 
time it's a giant 
blimp, embla¬ 
zoned with Donkey 
Kong's initials (those 
Kremling's have got a 
nerve!) It seems that 
collecting the all- 
important KONG-tinue 
is a breeze, as all the 
letters are relatively 
easy to obtain. However it 
turns out that these particular 
letters are bogus, at least they 
serve a different purpose than 
usual, for they are trans¬ 
formed into walkways by spe¬ 
cial switches. As the stage 
progresses, the harder it is to 
glean each icon where K.O. 
means knockout for a monkey 
who doesn't have N and G to 
make up the distance. 
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NERVOUS 

WRECKS! 

This, dear readers of the free booklet 
variety, is about as far as we're willing 
to take you. Heaven knows we just 
can't handle another hour sat in front 
of the image grabber, trying to keep DK 
and Diddy alive for the sake of screen- 
shots which give it all away. If you want 
anymore help once you've got the 
game, all the clues you need are being 
readied for a players guide to feature in 
a future issue. You're going to need it, 
believe us! 

PAUL 

For Donkey Kong Land to succeed it 
had to overcome a series of obstacles: 
Clarity, depth and challenge. The first 
was always going to be a problem; 
there hasn't been a Game Boy title yet 
with graphics so intensely detailed as 
this that doesn't blur when moving at 
speed - and DKL is fast! Remarkably 
though it's possible to play almost with¬ 
out thinking about the limitations, and 
DKL plays better than DKC. No joke! 

ANDY 

Slam Donkey Kong Land into a Super 
Game Boy and you'd be forgiven for 
thinking that someone had come in and 
messed around with the colour while 
you weren't looking. Play it for a short 
while and you might wonder why you 
bothered playing all those Mario 
games. Let me put it plainly - this game 
is a marvel. It's a credit to Rare that 
they've managed to wedge in such an 
amount of detail, but the highest testi¬ 
mony is that there's so much game in 
here too. If anything it's better, game- 
play-wise, than Super NES DKC. As 
Paul mentions the amount of detail 
does confuse on occasions on a regular 
Game Boy, but certainly no more so 
than most other games. It's big, it's 
rock-hard and it's brilliant... 

I LOVE THIS GAME!!! 


GRAPHICS 

+ What wizardry is this! We'd make 
you a long list of incredible things to 
look out for, but you're likely to com¬ 
pile one of your own. Amazing! 

- Blurs in graphically intense areas on 
the small screen. But then don't they 
all! 

SOUND 

+ Faithfully reproduces many of the 
Super NES themes, alongside some 
new classics of its own. The very best 
you can expect to hear from Game 
Boy 

PLAYABILITY 

+ Instantly more playable than 
Donkey Kong Country and richer, as a 
whole, in terms of reward. Edge of 
your seat action all the way. 

- Fewer animal friends to make use of. 
It is sometimes hard to make out 
what's going on from when playing 
from the standard Game Boy screen. 

INSTABILITY 

+ Time is not a factor when tricky 
problems as those contained here 
arise in such volume - it's whether 
you can overcome them or not that 
counts in the end. Even so, you'll be 
wanting to better that track record 
too. 

OVERALL 

Does for the Game Boy what Donkey 
Kong Country did for the Super NES. 

In some ways it's even better! An 
absolute marvel that you cannot 
afford to miss. 






LONG-TERM INTEREST 

HOUR 4 

DAY 4 

WEEK 4 

MONTH 4 

YEAR 2 

BREAKDOWN 

STRATEGY 3 

ACTION 4 

CHALLENGE 3 

REFLEXES 3 

ORIGINALITY 2 


✓ 




BIDDY’S KOI 


KONG 


I t was inevitable 
really. That Rare, 
having 

achieved Donkey 
Kong Country, 
would create a 
sequel that was 
both bigger and 
more splendid than 
the original. But who 
could imagine that such a 
thing was possible? 
Nevertheless, they've done it! 


You can see how far Rare have come with 
their Advanced Computer Modelling tech¬ 
nique just by looking at Super NES Killer 
Instinct. Their talents for creating superb game 
play have become more apparent in Donkey 
Kong Land too. Bearing these points in mind, 
you now know why Donkey Kong Land 2: 
Diddy's Kong Quest is destined to become even 
bigger than its predecessor. Let's look at what 
makes part two so mouthwatering. 


V ' 7 ’ n IMPROVED ACM 

4 “ TECHNOLOGY 

^ I i 9 Rare's long-term experience with 

Silicon Graphics workstations has 
** • allowed their continuous refine- 

ment of ACM technology. They 
have now reached a stage where textures are so realistic that they've even man¬ 
aged to grace Diddy Kong with realistic-looking hair! Advances have also enabled 
them to completely redesign the Kremlings - the Kong clan's arch-enemies - so 
they now parade in pirate costumes and the like. 
















Hess and light 

9 z^ects are seen in the beehive sec- 
ir ne f where honey oozes down the 
f > r eground while grub jiggle away 
l i mbed background. Compare how 
itjonal 16-bit graphics usually are 
t the difference! It really does look 
o-realisticM 




JREAMS ARE MADE 
OF THIS 

Just a few more things you may want to 
ponder between now and November. 
Alongside the beehive, locations in 
Diddy's Kong Quest feature a spooky 
haunted forest, treacherous swamps and 
lava-filled caves. New characters include 
a tennis shoe-clad spider and Slinky 
Snake, who are there to help out in the 
c nme way as Rambi, Expresso and Co. 


WHISTLE DIXIE 

So far the only insight we have 
into the new style of game play 
is the appearance of Dixie, 

Diddy's female side-kick. They 
work together by Diddy 
new friend up to higher 
and making the most of Dixie's 
ponytail, which doubles as a 
propeller. Dixie's golden locks 
are also used to sling-shot 
barrels, cannonballs and such 
about the place. She even treats 
Diddy this way! When cornered, the 
ponytail serves as a powerful whip to 
keep enemies at bay. Her hobbies, 
according to Nintendo, are blowing 
bubbles and mixing banana milk- 
I shakes. 
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GAME: DIDDY'S KONG QUEST 
BY: NINTENDO 
SYSTEM: SUPER NES 
CART SIZE: 32 MEG 
PLAYERS: 2 

RELEASE DATE: NOVEMBER 95 












PLAY DONKEY H 
-ON A NEW‘PL 
GAME BOYS! 


1. In what year was the original Donkey Kong coin 
op released? 

2. Name the first two games to be released with 
Game Boy in Japan. 

3. Which famous NES series was released on gold- 
coloured Game Paks? 


COMPETITION ADDRESS: PLAY IT LOUD!, 
Nintendo Magazine System, Priory Court, 30-32 
Farringdon Lane, London. EC1R 3AU. 


T he new 'Play it Loud' series of Game Boys comes in five cool 
new colours - Vibrant yellow, radiant red, gorgeous green, 
deep black, and 'high-tech' transparent. If this sounds good to 
you, wait till you get a load of this! Nintendo are offering one of 
each colour, along with five banana yellow copies of Donkey Kong 
Land, as competition prizes. That 
makes five first-prize winners folks! 

To win, all you have to do is write the 
answers to these three questions on 
a post-card and send it to the 
address printed below. Good luck! 
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